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It's goodnight from him.. 


Hsonally 1 can't wait for the predictably freeing night ti 
Not because I'm a lazy get or anything, but because 1 want 
lovely Nightopians for a thousand frolic; in the merry woric 
sound a bit sad, but that's just because you haven't seen ho 
Nights is yet. You know that feeling you get when you're fl 
Well that's what Nights is like, and anyone who's ever doul 

they should be force fed them until they burst their guts al 
you should stop listening to my wild-eyed ridicu- 
lousisms and turn to our Showcase immediately. But 
before you go, remember that if you've got any points 
to make regarding the SATURN or our MAC, you need 
only write in and tell us. We'd love to hear from you, 
because we're sure you're all pretty and nice. 
See you next issue gamesniks. 
Had. 


ne so lean go to sleep, 
ojoin Nights and his 

of dreams. This might 
w absolutely incredible 

ng in your dreams? 
ted that Team Sonic 

3ver the floor, tn fart, 
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WORK HAS BEGUN ON VIRTUA COP 2 
AND FIGHTING VIPERS CONVERSIONS! 



Japanese sources have informed us that AMI have commenced wck on their 
next Saturn conversions. Fighting Vipers and Virtua Cop i. Although hardly any 
of the game has been programmed in as yet, f" 
running and early work is said to be looking s 
couple of months before any screenshots are . 
awesome unveilings come July time. By the w 



basic routln 
ingl It's probably going to be a 
ible, but be prepared for some 
le titles are both scheduled for 
shots of either 





SATURN GETS QUAKE 

If you're one of those lucky people mho own both a console and a PC, you'll no 
doubt know that the whole PC community is currently going bananas over id's 
new title, Quake. Although it's based around the original Doom, the game has 
moved on both in terms of graphics and gameploy, featuring massively detailed 
sprites and a substantial increase on the gore counter. Luckily, the game will be 
coming to Saturn in little more than two months after the PC release and 
according to id software will be little more than a straight port form the original 
version. What's quite bizarre though is that Quake could end up on the shelves 
before the much hyped Saturn version of Doom does - which kind of makes the 
latter title a bit pointless really. Then again, if past releases are anything to go 
by, the game is bound to slip by a few weeks at least. Who knows. We just wish 
that id would release some pics of the much-hyped Saturn Doom to prove to us 
that it really exists^. 





FOOLED YOU? 

Hopefully, you will have noticed the recent price drop in the Saturn from £299 tc 
£249, a special offer which ran for just three weeks in April. This offer was initiated | 
to entice loads more first time machine buyers, and seeing as the £249 price tag | 
makes the Saturn £50 cheaper than the Playstation, this strategy should have been I 
hugely successful - at the time of writing, the campaign was only a couple of days 
in, so there were no figures available. However, the recent price slashing in Japan 
with the Saturn mark 2 was hugely successful. The new white model sold a stag- 
gering 70,000 units in just four days and is currently sold out. Obviously, with the 
new, cheaper model, Sega of Japan can afford to make staggering price cuts (the 
new machine went on sale at just £125). although it's thought that the arrival of 
the new model in the UK could spell another permanent price drop. Although you 
may have already bought a Saturn, don't be disenheartened by this news - more 
new Saturn owners means that more developers will be willing to create new titles 
for the machine, which ultimately means more choice for the consumer. As soi 
we get any firm details concerning permanent price drops, we'll let you know. 




I Left) Sega's head hone ho 
Andy Mce shows oft the 
Saturn's new price point. Will 
il last? Let's hope so - this 
new, lower price could be the 
turning point for the 
machine's success! 



A DES CENT CONVERSION 

Another title that seems to be keeping a bit quiet at the moment is Descent, 
however, this is still on the way and now that the Playstation version has finally hit 
the streets, the programmers can turn their full attention to the Saturn version. We'll 
■ ■ bringing you a full preview next month, but in the meantime, here's a few 
'.creenshots. to peruse. 





The first UK copies 
>f Panzer Dragoon 2! 



Which programming team were behi 
development of panzer dragoon 2? 




SEGA SATURN MAGAZINE'S RECOMMENDED 
TITLES FROM THE LAST THREE MONTHS 
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IT DEPENDS ON 
YOUR VIEWPOINT 

Although EA teem to have done very little to establish a name for themselves on the 
Saturn, they are claiming to have a whole bunch of garnet readying for release in the 
early summer months, among them Space Hulk (which we reported on las! month) 
and Viewpoint. Already released on the Playstation, this jD shoot 'em up was 
criticised for being Incredibly difficult and unfortunately, the action suffered from 
slowdown on some of the levels. However, the actual game was brilliant and In addi- 
tion to the frenetic gameplay, ft also featured stunning graphics. EA have always 
promised that they would release this on the Saturn, but have taken the title back to 
the drawing board to work on the slowdown problems. The forthcoming Saturn 
version should be nlgh-on perfect and will be arriving in just three short months. Pits 
shown here are taken from the Playstation version. 



1. SEGA RALLY 

Still doing reasonably well in the CD charts, this Is just about the ONLY racing 
game worth bothering about at the moment. 

2. ViRTUA FIGHTER 2 

Most gamers will already have this is their collection, but if by some chance you 
haven't bought it yet, do 50 AT ONCE! You'll be amazed at the huge leap in 
technology since VFi and Remix I 

3. THUNDERHAWK 2 

Easily the best air combat game on the Satur 



nteed to have you playing 



4. FIFA '96 

May not hold up to well against forthcoming footie releases, but for now, thi: 
the best of the bunch. 

5. WiPEOUT 

Very different from the handling in 5ega Rally, but still a great racing game 
nevertheless. 




GOES RETRO! 



Pigiitk became you can't play Hamto'i museum on your Saturn? Well, y, 
should n 'f be, thete games are flipping ancient. The whole point of a next 




IT'S A RIPPER 

Following the avalanche of recent PC to Saturn conversions, this month sees the 
conversion announcement of Ripper, scheduled for release on both the Saturn and 
Playstation in the summer months, this creepy adventure stars cool hep cat 
Christopher Walken as a private detective on an assignemnet to incoverthe culprit 
behind a spate of gory murders. In fact, seeingasthis features so many top names 
from the Hollywood biz, it's just about as near to a film as games have ever been. 
Actually, with its abundance of gore and stomach -slashing interludes, this could 
rank among one of the best 6-movies 
ever made! More news as soon as we 



n something solid on the Saturn 
but in the meantime, here's a 
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RELEASE SCHEDULE 

Please note that release dates and prices can change, 
but were correct at time of gong to press. 

MAY 

Euro 96 Sega £39.99 

Lemmings Sega £39.99 

Discworld Sega £39.99 

Panzer Dragoon 2 Sega £44.99 

Soiling Wisdom Sega £39.99 

Loaded Gremlin £39.99 

Streetfighter Alpha Virgin £TBA 

Valora Valley Golf Virgin £39.99 

Defcon5 GT £TBA 

Guardian Heroes laf* £39.99 

NHL Hockey Virgin £39.99 

Destruction Derby Sega £39.99 

Baku Baku AnmaJ Sega £39.99 

In the hunt THQ £39.99 

DarkstaJkers Virgin £39.99 

Mortal Kombat3 GT £TU 



AND THEY CALLED THEM 
MATCHSTICK MEN 



Convinced that your top 31-bit titles can't be reproduced on any other system? 
Reckon it's impossible to render polygon generated sprites on a 16 bit console? 
/ell, you'd be right. Skip 16-blt. try 8-bit. Yes, 8-bit. You see Virtua Fighter has 
sen given the conversion treatment and will be released on the Came Gear 
;r. And it looks great. Sort of. Well, at least you can tell 
who the characters are which is an achievement in itself for the Came 
Gear. Anyway, we just thought you'd like to see it that's all. Just don't go 
rping on about the good old days, okay? 




Seen the light 

Having finally seen the light, although unfortunately not as far as their own 
doomed console is concerned. Philips have taken the decision to publish on the 
Saturn. First up for release is the highly acclaimed Burn Cycle, a futuristic 
adventure featuring a man on a mission to uncover the reasons behind his own 
murder (see page 14 for more info). They're also releasing OAD a couple of months 
after Bum Cycle and by Christmas should have a whole portfolio of titles 
announced. More sc 



JEFFRY- 



Recently out on the streets of Japan were the latest two additions to the CC 
portrait disk collection, featuring jeffry and Kage. We have to say that this batch 
of releases aren't exactly impressive - although the picture quality and actual 
mages are of high quality, the embarrassing "special effects'" are very poor 
.ndeed. Featuring Jeffry with his boat, by the sea, in the sea, killing sharks, 
hanging around under palm trees, and with Kage doing much the same, but in 
a ninja-stylee. it 's safe to say that the disks will never appear in any form over 
*!ere Well, we say that, but seeing as we're giving you the chance to win the 
complete collection, that's not strictly true. 

Yep. if you fancy having the all of these quite nice but ultimately useless 
Jisks adorning your very own game shelf, then as usual, simply tell us why you 
A-ant to own these disks in under fifteen words. 

Send your entries to: HANG ON, THAT'S NOT LIKE THE USUAL QUES- 
TIONS, SEGA SATURN MAGAZINE, priory Court, 30-32 Farringdon lane, 
don ECiR 3AU, by June 30th. 




Now that Gremlin have their Saturn release plan up and running, they already have a host of games almost complete - most 
of them should be out within the next couple of months, and among them are a couple of top releases. 
For everyone else though, things are a bit quiet. However, take solace in the fact that Sega have a whole bunch of A + titles on 
the way for the next few months - for a sneak peek of things to come, take a look a the Nights showcase on page 30! 
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In last months issue we mentioned the arrival of 
the much anticipated Virtua Fighter 3. Since then 
we've heard quite a bit more about the game, 
including its latest competitor Aoi. Sit back and let 
your jaw drop at this amazing arcade beat 'em up. 
More next month! 



VIRTUA BACKGROUNDS 



This month, even more player stages 
the new stages for the game: 



AOI STAGE!?) 



lave been unveiled! Here's all the info on 



Set in a bamboo forest some where 
in Japan The ground is white as it is 
snowing and is rocky with a cliff face 
on one side 

JACK Y STAGE! ?) 

This Bryant sibling's stage takes place 
in an office building site. The sides 
are made of glass and so is the ceiling 
andlhefloorl! And guess what' 
They are truly transparent!! 

PAI STAGE!?) 

Remember the second stage with 
the escalator on the expert level of 
Virtua Cop' That is exactly how pai's 
stage looks! And that's about all we 
know about it at the moment I'm 
afraid But escalators, strange eh? 



LAU STAGE!?) 



Lau's stage is in an oriental garden 
with walls surrounding every side. 
The amount of detail evident on the 
brick work of the walls has to be seen 
to be believed. The flooi is covered in 
grass with a meandering stone path 
running through it 

JEFFERY STAGE'?) 

The demo of Jeffery took place on a 
small tropical island It looks like it 
came out of a Bounty commercial! 
Anyway, when the master fisherman 
performed a variety of throws on the 
hapless Jacky. the realism was incredi- 
ble! For instance, when Jacky was lift- 
ed from the ground, sprinkles of sand 
came off his boots! 



VIRTUA FIGHTER 3 IS FULLY REVEALED! 

Although we brought you the first news of VFj last month, we're pleased to report 
that the game has come on in leaps and bounds in just four weeks. Several charac- 
ters are now moving and some can even perform their fighting routines. The run- 
ning demos shown to Japanese press were confirmed to be running off the new 
model i technology, and with the use of this new board, Sega will be making huge 
leaps in the appearance and payability of their already top-of-the-range arcade 
machines. Basically, if you're into arcade games. Model j is going to change your 
life! 

AM2'S SHOCK ANNOUNCEMENT! 

Why is it going to change your life? Well, the answer is both horrendously compli- 
cated yet astoundingly simple There's millions of technical explanations for the 
groundbreaking visuals of VF}, but all you need to know is that this is the 
smoothest, most visually stunning game EVER seen Cone is thejerkiness of yes- 
teryear as arcade boards struggled to cope with zooming effects Instead, there's 
supersmooth movement from every angle with hugely detailed faces and complete 
fluid movement in all the characters. Believe us, there is absolutely NO WAV that 
any other arcade developer can touch this at the moment. 

However what's proabably more interesting is the announcement that AM2 
are still to put the texture mapping on to the characters. Yep. all the demos seen so 
far feature zero texture mapping - instead the characters were created using a 
build up of polygons and Model 3 s glow shading feature. Blimey Imagine what it's 
going to look like when it's finished! 



THE LOW DOWN 
ON MODEL 3 



1 million polyKOm per sacond 



16 million coloured tnitures par 
Hi mm! Rat thufing 
Hero ttitura itadtag 
Trtlnegr interpolation 
BCTipfictivBleitu^maiKJmi; 
hiKh ipacular «ur;id sh.idmp. 

52 levels of trambcenoy 
fide ki out 
4095 moving rnodeh 
zoning fog 





IN TONIGHT'S MATCHUP... 



nted on each of the chars 
thete's a few changes ir 



in turn at a recent press cor 
e. Here's a quick rundown... 



AOI: Not much information was released concerning the latest member of 
the VF family, Aoi. All that Mr Suuki would give away was that when Steven 
Spielberg (Yes, THAT Stephen Spielberg) recently visited AMi's Tokyo office to 
see her. all he could say was. "Wow!" as he was completely gobsmacked! I 

JACKV: acky will remain very similar to the way he has appeared in previ- 
ous Vf games, although there will be much more detail on his face and clothes 

PAIl Pai seems to have matured substantially since the lastVF game! Her 
facial features have become more pronounced, resulting in an older look. 

LAU: The 



u is pretty much the same a! 



i. He will look the s; 



JEFFERY: .effery will look similar to the way he does on the latest CC disc 
|see news) and it has to be admitted, the detail is amazing. If you try to imag- 
ine the still pictures of the disc in an animated form, 
you're half way there. 



mm 
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PSYGNOSIS 



2 Thought you'd seen the back of them did you? Ha! Ha! Ha! No! 
1 They're back, and they're more irritating than ever. This time 

their suicidal exploits take them into 3D territory. Get those 

green wigs on. 




eath. The undiscovered country. And 
lemmings, it; most avid explorers. 
Together they make a really lifeless 
team, ready to do whatever it takes 
to achieve a state of non-being. As 
fun as this might be to watch and as 
admirable as their instinct for collective sacrifice may 
appear, you are nevertheless required to thwart them 
from heaving forth the daisies, and ensure they are 
all returned to their homes safe and sound. 

Such a task had been frustrating and infuriating 
Lemmings devotees for years now and it doesn't loot like 
Saturn owners are likely to escape. In fact for them, things 
could be even worse Rather than your regular 2D 
Lemmings where the little fur balls mew flatly across the 
screen left and right, the 32 bit console world is treated to a 
further dimension just to make things more confusing. 3D 
Lemmings retains all of the principles that went to make 

In 3D the suicidal rodents can 
1 1 wander back and forth into 
danger, as well as left and right, not to 
mention the fact that in a 3D 
ment it's much easier to lose 
track of where they all are. 

the game such an addictive success in the past, but turns 
up the heat by forcing players to think in 3D. This might 
not seem like such a big deal, but remember that in 
3D the suicidal rodents can wander back and 
forth into danger, as well as left and right, not I 
mention the fact that in a jD environment it s 
much easier to lose track of where they all are 
The roles that you have the omnipotent 
power to bestow upon the Lemmings 
are largely unaltered from previous 
games. Among them are builders 
who can bridge any death-inducrng 
chasms, blockers to keep them all in a 
tidy pack, diggers for tunnelling undei 
ob|ects that cannot be traversed any 
other way and so on. There are also a 1 
tasks that can be assigned to your 
lemming will alter the direction left or right 
how they are instructed. This is an essential 
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ming. This is where the player actually gets a lemming- 
eye-view of the proceedings enabling them to study 
problems up close and see just where he and his chums 
are encountering certain death situations. 

The 3D element also means that the control 
method has altered somewhat Players now have to 
get to grips with revolving camera perspectives situat- 
: three different heights, taking in the entire 
cture of the arduous and confusing terrains. 

3D Lemmings features four different 
standards: fun, tricky, taxing and mayhem. 
Additionally, there is a practice feature which 
gives players the opportunity to try out all 
of the different lemming roles in simple 
demonstration puzzles. 

Lemmings has had a habit of mak- 
ng almost as many enemies as fans It 's 
the kind of game that tends to induce 
extreme reactions in people, especially 
when they spend hours trying and failing at a 
particular puzzle. But those with knack for this 
nd of game should beware because this is shaping 




When the lemmings get across the bridge you'll want to organ- 
ise a turner to ensure that they go left. The numbers under the 
lemming icons tell you how many you can use. 
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I fyou'resomeonewhofrequentsbook 
stores you may have come across 
Terry Pratchett's Discworld books. 
They all have colourful cartoon covers 
and there are loads of them lined up 
I on the shelves. They use a sort of 
sixth form hobbyist kind of humour which is full of 
tots of clever puns and ironic twists and not really all 
that funny. Discworld, the place, is a universe sealed 
in a dome and propped up on the back of a cosmic 
turtle. It's with this kind of wackiness in mind that 
you begin your adventure a; Rincewlnd, the wizard 
apprentice, who has to prove his abilities by ridding 
the Discworld city of a dragon that's been terrorising 
the populace. This might seem simple enough, but 
setting off from the university it quickly becomes 
apparent that the quirky behaviour of the Arch 
Chancellor alone means this Is going to be a more 
than complicated task to accomplish. 

As you move further and 
I further into Discworld, the 
surreal nature of things begins to 
make itself more apparent, what with 
dragons existing only to those 
who believe in them... 

Nevertheless it all makes for the fertile RPG terri 
tory that ensues, involving hundreds of different char 
acters and not a few puzzles that spread right across 
the diverse mediaeval city To maintain the humour, s 
lot of the characters have famous voices accompany- 
ing them. Rincewind is played by Eric Idle of Monty 
Python fame and there's also the likes of Tony 
Robinson [Baldrick) and Jon Pertwee (Dr. Who) pop- 
ping up to play a variety of voices throughout the 
game. There is a lot of dialogue in Discworld, most of 
which uses the Terry Pratchett style to full effect. To 
progress through the game you're going to have to lis 
ten closely. The clues characters offer are often cryptic 
and you'll also need to weigh them up against the 
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Psygnosis are going for the hatrick. After WipEout and 
Destruction Derby they're changing the pace a bit with 
Discworld. Take your foot off the accelerator and prepare to 
don a wizards robes in this in-depth RPG that takes you into the 
bizarre world of one Terry Pratchett. 



kind of person it is you're 
actually speaking to. This 
is why Rincewind is given 
a number of speaking 
modes, kind of like real 
people. If he is finding 
someone a bit obnoxious 
he can go for an angry 
tone of voice, or if he 
wants to get hold of 
some info he can greet 
them Jovially and go on 
lo ask a question. 

As you move further 
and further into 
Discworld, the surreal 
nature of things begins 
to make itself more 
apparent, what with 
dragons existing only to 

those who believe m them, secret Masonic lodges, 
and the miracle of time travel being discovered in the 
university library. At Rincewind's side through all this 
is his faithful companion, a luggage chest that thinks 
it's a dog. In it's tardis-like innards he keeps the many 
things he collects on his travels. 

Discworld first put in an appearance on the PC 
where you'd think its in-depth RPC style would be 
most at home. Its conversion to the PlayStation how- 
ever proved that there were enough console types out 
there who liked the idea of it. and whether you're a 
fan of the books or not, the epic size and complexity 
of the game is bound to attract a following on the 
Saturn. This will be the third Psygr 
in recent days following on the heels of WipEout and 
Destruction Derby. Different as Discworld is. they'll be 
hoping for as devoted a following as these 
have acquired. 




Rincewlnd stands in the gardens of ti- 
ll ere that his adventure begins. But first he m 
magic spell to open the university gates. Once hi 
that, the whole mystery of Discworld opens ur. 
promise of riches, fame ami a new wl 
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SPORTS SIM 



D It is one of the eternal mysteries. A sport that in this country 
H has about as much popularity as small bore rifle shooting, yet 

seems to attract many followers as a sports sim. Yes, that's 

right! It's ice hockey! 





■ ce Hockey is not the 




1 kind of sport you tend 






0 


1 mer approaches. Water 




■ skiing and tennis 
1 maybe but not ice hock- 




ce hockey isn't a sport we in 


Britain ten 


1 to think much about any- 


way. Attitu 


des towards it tend to be the 


same as th 


ose for British basketball ie. 
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we're crap at it so who cares. Sports 
sims though are a different story. Ice 
hockey has always been popular on the 
Megadrive. what with EA's annual 
series among others. As a game it's an 
excellent opportunity to get involved in 
some full-scale rucks and show a bit of 
skill at the same time. Sega's NHL 
Hockey is the only ice hockey sim to put 
in an appearance on the Saturn as yet. 
It earned a fairly respectable 78K in 
Issue 1 of Sega Saturn Magazine. 
Competition arrives in the shape of Powerplay 
Hockey from Virgin. Like NHL, II 

Powerplay Hockey makes the 
1 1 most of the latest technology 
on offer, using advanced motion cap- 
ture to make the action as 
realistic as possible 

official endorsement meaning that all of the genuine 
American hockey teams and players are included, 
along with the traditionally epic range of 
won't know who any of them are of course but that 
beside the point. 

Powerplay Hockey makes t 
technology on offer, using adva 
to make the action as realistic as possible - all of the 
player's moves are derived from actual film footage 1 
real terms this means that the characters slide and 
glide with just the right inertia and the animation of 
shooting, turning, running etc. is precision itself. To 
make the game logic as intelligent as the graphics an 
slick, Virgin have employed sophisticated Al (artificial 
intelligence) that adjusts players to every possible sit- 
uation, be it an attack on the break, a frantic defence 
of goal or even a ruck. 

There are a variety of modes in which to play 
the game. You'll probably want to start off in 
coaching mode which allows you to organise 
line up and tactics that suit you best There ar 
other modes to choose from; head-to-head, pi 
son, full season, playoffs and a world 
where players actually get to control interna ti 
al sides Needless to say, there is the all- 
important replay facility which moves 
through 360' enabling you to watch the action at 
angle in order to clear up those arguments about 

_22 SEGA SATURN 
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Ever been ice skating? If you have you'll know that I 
demonstrating the beginners' 'cling to the edges' te 
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] The revival of rock opera Tommy could see a resurgence in the 
] popularity of 70s arcade staple pinball. Let's hope it doesn't 
mark an upturn for rock operas in general though. They're crap. 




I limey, isn't the future exciting? One 
day we'll all inhabit run-down 

ic cities run by corrupt govern- 
It and organised criminals. 
I Instead of regular jobs working in 
1 McDonalds or gutting fish we'll all 
ve on the very margins of society, 
dealing in stolen data and cyber-weaponry. No 
more going down to the shops for us in the year 
2044 AD. Instead we'll hop on to an outsized 
motorbike and shoot the police as we bomb down 
to meet our shadowy contact who'll supply us with 
twenty Bennies, a box of matches and a Pot 
Noodle. And computer games will be so ultra-real- 
istic they'll be indistinguishable from real life, just 
like Pro Pinball -The Web. 

Right now, of course. Pro Pinball just looks like 
ir garden super-detailed 3D pinball 



The plot of The Web concerns 
I a ruthless cyber-f uture 
where you, the bail, struggle against 
the forces of fate to survive. 
Cowabunga! 

sim - but in the future, when it all 
pie will be amazed by how much like their 
fraught live; the events depicted in Pro Pinball an 

For the plot of The Web (insofar as pinball 
games are allowed plots] concerns a ruthless cybi 
future where you, the ball, struggle against the 
forces of fate jie bonus ramps and dot 
games} to survive. Pro Pinball reflects the futility of 
such a struggle with its scoring systi 
how many points you get you lose all your lives in 
the end. 

But in this unenlightened dark age people an 
e interested in what the 



game are like than how sharply it reflects the soci- 
ety which created it. So we'd better take some time 
to explain the rudiments of the title. Basically. Pro 
Pinball is, as the name may have given away, a pin- 
ball game. But it's no ordinary pinball game, oh by 
crikey no, it's a pinball simulator. This means that 
instead of boring old 2D sprite graphics and a 
scrolling table, it's a beautifully engineered three- 
dimensional pinball table which is all texture 
mapped and everything. Because it's a 3D model, it 
also means you can take your pick from a number 
of different table views, to suit your playing mood. 
If you'd like to see close-up so you can read all the 
bonuses and stuff you're perfectly welcome to. If 
you'd like a further out. more acute (or flatter) 
angle of perception, you're equally well catered for. 
Heck, it's depth even shows in the reflections on 
your steely ball, that's how finely crafted it is. 

As if that isn't enough Pro Pinball is equipped, 
just like any decent modern pin table, with a dot 

x display in the backboard, t 
the familiar dot matrix scoreboards of yester- 
month, these new fangled inventions also display 
one-colour graphics in their grid-like folds. Not only 
does this give you graphical incentive and repre- 
sentation of the various sub-games (knock down 
drop targets to destroy enemies and so forth), it 
also gives rise to rudimentary mini-games using 
the left and right flippers to aim guns (or whatev- 
er) as the ball takes a well-earned rest. 

The screenshots in this preview attest to the 
quality of Pro Pinballs visuals, and the title caused 

r upon its PC release last year 
it's a wee smidge too early to judge how it's going 
to play. There's only one table, which is unusual for 
computer pinball tables these days, but it's obvi- 
ously taken a lot of work to produce. Only time, 

t month, will tell whether Pro 
Pinball is ace or not. But given that we're feeling 
charitable, let's hope it is. 




This is a scary woman from the future. She's get the power of 
the Internet in her hands. Quake, mortal! Actually, she looks 
just like someone we used to work with who Rob fancied. 




Lots oi these 

the table. Otherwise all the picti 



and you'd get bored. 
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letters 

Nothing could be finer than to be in Carolina. Except perhaps for writing in to the SATURN MAG mailbag, which is a very fine 
thing indeed. So avoid those pesky air travel expenses to one of the over-rated United States and just spend 28 pence on 
sending your thoughts to us. Our address is iT'S THE MOST WHEN YOU'RE POST... YEAH! LETTERS, SEGA SATURN MAGAZINE, 
PRIORY COURT, 30*32 FARRiNGDON LANE. LONDON. EC1R 3AU. Letters intended for inclusion in the nest issue should arrive no 
later than about teatime someday. 




2 6 <JF> SEGA SATURN 



cm 



Great philosophers through the ages 
agree that questions are far more important than 
answers. Wisest is s/he who knows that they do not 
know. Well, we're not all that wise so we've got plenty of 
answers to your questions, large and small. This month 
Sega's very own Mark Maslowicz, the guru on what goes 
down in Sega Europe, does the answering. Keep up the 
questioning and send them to THE BlG WHY, Q AND A. 
SEGA SATURN MAGAZINE. PRIORY COURT. 30-32 FARRING- 
DON LANE. LONDON EC1R 3AU. 



dyou 



MK3 FANATIC 

answer myques 



]| Kombat i be 
n the Satur 



released on the Saturn and w 
players guide? 

2. Are these games comi 
Doom 2. Marvel Super Heroes, Resident Evil, 
Syndicate Wars and Virtua Cop 2. 

3. Can the Saturn handle transparent polygons 
because on WipEout the shields are crap. 

4. Will Virtua Fighter 3 be released on the 
Saturn and do you think it could handle a decent 
conversion? 

5. Can you be Noob Saibot and the original 
Smoke in Saturn MK3? 

6. How do you do Lui's 13 hit combo as the 
largest I can do is a six hit? 

7. Vour first cover disk was brilliant. What garni 
will you put on your next one? 

(Name and address not supplied. Tut tu' 




J'ADORE LE FOOTBALL 

□ EAR SATURN MAC, 

Please will you answer my questions. Thanks. 

1. Which football game looks most impressive 
on the Saturn? 

2. Should I buy WipEout or wait for Manx TT? 

3. Are there any tennis games planned for the 
Saturn? 

4. Should I buy Ultimate MK3 or X-Men? 

5. When will Scorcher be released? 

6. Please put these games in order: Euro '96, 
WipEout. Magic Carpet and Ultimate MK3. 

Thanks for your help and keep up the good 
work on the mag. 

Gareth lacobucci. Ipswich. Suffolk. 



A BIG QUESTION 

HELLO SSM 

Please could you answer this one big question. 

i. My friend buys a different magazine to me 
(C&VG) and he tells me that on the Saturn machin 
there's a hidden game. All you have to do is play 
either Daytona (which I've got and love], Clockworl 
Knight or Victory Goal on the Saturn C/D screen all 
the way through, moving the music pitch left and 
right every five seconds. I did this twice tak- 



-e you a I 



E, plea 



nswer myques 

've been looking for a copy of X-Men every- 
where and I can't find it. Is it actually out yet? If it is, 
where's my best chance of getting hold of a copy? 

3. 1 saw all that WipEout gear in your last issue 
and I was wondering where I might be able to get 
hold of one of the T-shirts? 

3. I've noticed that the PlayStation has been 
treated to lots of old classics on CD like Namco's 
museum and Williams' collection. Is there anything 
similar intended forthe Saturn? 

you showcased 
ng of Fighters and explained that it 
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DAYTON UT 

N MAG 

is it true that Daytona is going to b 
remixed' as it says in Saturn*, the unofficial mag? I 
will only believe this if it is in your official mag. So 
please tell me I beg you, Is Daytona going to be 
remixed so it looks as good as Sega Rally, full screen 
no clipping? Please tell me if it's true or not. If so, 
when will it be available to buy? Are Sega doing the 
right thing at last, they will befools not to Please tt 
me Please print a statement saying whether or not 
Daytona is going to get a second chance. Please 
Please Please. Tell me. 

Chris, Scarborough 



nth is the date we've got. 2 Read the 
ine dear boyl 3 Yes - there are plans to 
n. Space Harrier and Afterburner to name 
ether these will be released individually or 
t to be decided. 4 No plans at the moment 



13fly r« 



tsfora 



TECHNO HEAD 

DEAR SEGA SATURN MAGAZINE 

1 Will Sega be bringing an art package out ft 
Saturn because I think it has good potential for th 

2. My friend says the PlayStation has a bet 1 
sound chip than the Saturn Is this true? 

3 Will Sega be bringing out a music pack f 
the Saturn where you can construct your own ti 

4 If I get the words Sega Saturn tatooed 0 
arse cheeks and go into the pub and show ever) 
would you give me £2000 

Neil Hughes, Rugby, Warwicl 



jtSf 1 Unlikely. 2 No. the Saturn's sound chip is iigr 
icantly better. 3 Unlikely. 4 We'll give you aop 




jiet from old Team Sonic K .^ffl act, 

the last eighteen months So what have they bffe|i- | . i y|f!ff nf jm loafing 

round doing jack a Sega's expense 1 Well, as RAD d i 3 happens 

they've been busy preparing one of the best games you've ever seen in your life 



THE STORY SO FAR... 



As my esteemed (and oft irritated) colleagues are well aware, I like 
my sleep. So obviously any game which allows me to indulge my 
two favourite pastimes (games and sleep) during work hours in the 
name of research is alright by me. But like a small child eagerly 
awaiting Christmas mom I find myself unable to reach the land of 
Nod because of the gut-busting anticipation brought on by playing an early 
version of Nights, the first Saturn outing for the most famous developers 
without the prefix AM in Sega, Team Sonic. 

The people responsible for the games which launched consoles into the 
big time. That's right, Bubsy the Bobcat 1&2. Oh all right, not really, a 
you may be able to guess by their name they're the creators of Sonic 
^£01 Mr Needlemouse as he originally known - and that's a fact). And 
now Sega have charged them w ith the task of repeating this 
performance on Saturn. If any game can repeat Sonic 's track record, 
this must be it -Team SonicVquest to re-create the feeling of flight 
experienced in dreams and in space. 

Nights is set in the world of dreams. Not dreams themselves, or 
the all the levels would keep changing location all the time and you'd 
never be able to tell what's going on. And just as you were about to 
complete it you'd wake oaffe Nights is set in the actual plane of 
dreams, called the Nigr^^Bnsion. According to Team Sonic s thinking, 
this is a dimension which exists close to our corporeal three-dimen- 
sional environment. It has, they say, no set shape. Sega are taking 
from German psychopathologist Freidrich Holtz's text 
, which sta tes tha t the Night Dimension is shaped by the 
ng input of the collective human conscious (or 




It's almost upon us! The biggest sporting event in this country since the 1966 
World Gup - Euro '96. On Saturday 8th June the streets will be empty as England, 
the hosts, begin their challenge by taking on Switzerland at Wembley. Scotland 
take on Holland a couple of days later. Here we go indeed! 




Forget the Olympics. Important and exciting as they may be, the 
sporting event of the summer is without doubt Euro '96. The logos 
are already Just about everywhere from Coke cans to Mat Donalds 
meals and the TV build up has already started too. All we're waiting 
for now, apart from the championship itself, is the Euro '96 game. It's 
just about finished with only a few graphical touches left to be completed. If 
you saw our showcase in Issue 5 you'll already know all about It, if you didn't 
then shame on you, but here's a quick re -cap; 

Euro '96 is being put together by Gremlin on behalf of 
Sega, and is based largely on their excellent Actus Soccer 
which has already impressed owners of both PC and 
PlayStation, However, rather than do a straight conver- 
of this game, Sega wanted to link it to the much 
hyped European Championships being held in 
England In the summer. What this means in real 
terms is that the teams have changed to fit in with 
the 16 sides in the competition. It also means that 
it's gone through a bit of a face lift to accommo- 
date the Euro '96 look (lots of navy blue and 
white, all the logo's etc.) and includes potted histo- 
ries of each teams performance in the champi- 
onship since It started back in i960. The sonorous 
of Barry Davies keep you company through the 
game (which is much better than John Motson in FIFA) 
id there's all the usual sporting extras like multiple cam- 
era angles and a replay facility to keep the discerning fan 
ppy. Unlike Actua Soccer, Euro '96 enables four players to play 
ing you've got the multi-tap, so there's plenty 

Euro '96 is expected to hit the shops in the last week of May which is 
just about perfect timing and it promises to be the best football game yet to 
appear on the Saturn. Let's hope the respective England and Scotland perfor- 

rth it. 
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THE PEOPLE'S THEATRE 

We in England always tend to feel a little inade- 
quate when we see the likes of the San Siro with 
its ioo, ooo odd capacity and there we are with 
our outsized shacks. But if you ever listened to 
European footballers talking you'd be surprised 
how many of them love the idea of playing at 
English stadiums. For starters they are unique to 
the British Isles due to the fact that they are the 
oldest in Europe (England's where football was 
born remember), and there's also the matter of 
atmosphere. As Cantona was famously quoted, 

in English stadiums 'one can really feel the crowd' thanks to the fact that 
the seats come more or less right to the touchll 

also meant that the crowd could feel him with the odd flying karate kick, 
but that's another matter. Euro '96 features all of the eight stadiums that 
will be used in the championship, and Gremlin have spent loads of time 
making sure they are all perfectly rendered and proportioned. And sure 
enough the atmosphere does change from one venue to the next taking 
into account not only the capacity of the crowd but the size of the pitch a! 
well. Playing at Wembley isn't the same as playing at Villa Park and in 
Euro '96 it feels equally different. 



4 «- 




YOU DON'T LIKE IT? THEN DRAW! 

Did you see the Euro '96 group draw when it was on. It was a fairly typical 
affair with all the footy legends from the England 1966 World Cup Squad 
wheeled out as predictably as ever, and the finale featuring a crap Simply 
Red song that seemed to last for ever. The fact that England v 
with Scotland probably caused the biggest stir, and of course, the way in 
which we always seem to end up in a group with Holland. But if you're 
unhappy with what looks like a very volatile group then why not change 
it. Euro '96 lets to do the draw again and again so you get the chance to 
play whoever you like. 
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' i don't think 

Kansas 



Until now computer game theme parks have 
been restricted to the singular - Theme 
Park by Bullfrog. But now Sega are dipping 
their oar in the water, and they're doing 
things slightly differently, instead of writing 
a game about theme parks, Sega have cre- 
ated a theme park around games. 
Rad has the facts. 



in viiiwi 



hii year the face of Britain's 



industry gimmick to get your interest up, but it is in fact the product of over A 
_ BILLION BLEEDIN 1 QUIDS WORTH of research and development. 

^^^^^ Kicking off a couple of years ago with the creation of the AS-i 
^^^^^^^k flight simulator (with games starring Michael Jackson, 
wjh »w ^^^iiW. °* f ' 0 ''' vi ^ eo 6 ames ' Zookeeping and Poor People), 



m "i welcome the m 
¥ opening of this ^ 
f exciting new attrac- 1 
tion which will add to 
i the great diversity of J 
V London's appeal", k 
^ But she could be A 
tying- 





Sega hive spent lot) of money 
advertising Segaworld in the 
middle of Piccadilly Circus. 
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A VIRTUAL BLOODBATH! 

Yep, welcome to the world's first certificate iB Gauntlet-a-thon. 
Although the gameplay remains almost exactly the same in tha^ 
youf aim is to wander around hostile environments in search of 
keys, the front end of the game has undergt 
makeover. Cone are the blippy little coloured sprites of yester- 
year, replaced with fully grown men in nappies, psychos in drag, 

s, skeleton warriors and cyber babes with electric 
charges on the end of their fingers. Look pretty impressive, don't 
they. Hardly surprising really, when you consider that they 
created by 2000AD artist Greg Staples. He's already 
of Judge Dredd stories and was involved 
extent too. Of course, being involved in such projects obvi 
meant that he had to trawl the depths of his mind 
with some pretty vile creations, which is why all the nasty 
characters in loaded are all so comfortable with being 
absolutely repulsive. 

Actually, there's probably more to it than that. Th( 
they're all so at home with being nasty is that they're all locked 
away in prison, so they must have done something quite 
horrible in the first place to be in there at all. However, lucky for 
them, there's there's the 
hope of escape, and being law-breaking types, they decide to 
for it. But it ain't gonna be easy. There's literally hundreds of r 
dors to plough through and nasty enemies block each and evt 
you're hard aren't you... surely you can take the pain! 
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GRAPHICS TO DIE FOR 

One of the best things about Loaded (apart from 
the all morals-barred blasting) is the graphics. Sure, 
this may be based on an age-old theme, but that's 
precisely why Gremlin have gone to so much trouble 

;r the graphics. In addition to the visuals provided by 
Greg Staples, there's some pretty impressive 3D throughout 
all of the ten levels. Floors warp as you walk on t 
thought he game is viewed from an overhead perspective, there' 
real impression of depth as you're blasting your way around a 
level. 

In addition to the 3D trickery, the levels all fea- 
ture light sourcing, which basically means that 
areas are lit in the way you'd expect to see in real 
life. This is featured on the characters too, who 

;r they either launch a weapon or 
get hit. There's plenty of other impressive little fea- 
tures too, such as really meaty explosions with clouds 
of smoke billowing from them, splattering blood and screenfilling 
effects. Sure, this may be a 16-bft game at heart, but Gremlin have 
their best to make the graphics as 32-bit as possible. 
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WHO IS F.U.B? 



Well, no one really know; where he came from, but at 
he was the warden in the prison. However, the time he spent 
the inside has tertainly taken its toll on him, and he's gone 
slightly mad. He pitches the prisoners against each other and 

t developed a machine which changes the laws of 
physics. It's quite bizarre then that the only people who can 
possibly stop him are the prisoners, a large amount of 
whom have done very little to wind up there in the first 
place. However, F.U.B. is using the prisoners for his 
xperiment - if he sets traps all around 
the prison and inmates are unable to escape, it's ; 
indication that he's ready to take over the world. 
Believe me, you do not want to 




5PEED 
FAST 
ARAOUR 
"LIGHT 
WEAPON 
HAJL RAIL 
ULTRA QOAfl 
50WC BtAST 



CONTESTANT 6. VOX 

Damned by her devastatingly good looks, Vox 
has developed a muscular physique and an 
extremely sharp tongue to combat any budding 
romeos. Her special weapon is the Hail Flail, a 
vocal blaster that when fired up, can knock out 
everyone in the area with a powerful sonic blast. 
Ear plugs are an option when facing this lady. 





WHAT'S IN STORE? 



Loaded did really well on the Playstation when it was first launched, and is 
still selling fairly well, even now. This pretty much guarantees its success on 
the Saturn, although it's still going to be around a month before the game k 
actually available in the shops. But we will have the review in next month's 
issue. And after that, we'll be bringing you the first preview of Loaded's 
sequel, Re-loaded! 
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Win free games for a year! 



Us Sega Saturn Magazine. You readers. 

Until now our relationship has been based on this Tarzanesque form of communication. But we want to move on from this 
primitive badinage and establish a warm and loving intimacy that knows no bounds. We want to go dancing through the daisies 
with you. we want to spend long hours with you at cosy al fresco cafes, we want to sit with you watching the sun set over moun- 
tain vmyards. we want. . .oh. ok. what we really want is for you to fill in this survey. 

Filling in surveys is. as I'm sure you know, actually quite boring. So, as a bit of an incentive we're offering you a chance to win 
free games for a year. Yes! That's right! For a whole year! If that doesn't get you ticking those boxes, we don't know what will. 
Send your completed surveys to SURVEY. SEGA SATURN MAQAZiNE MARKETING DEPT.. PRIORY COURT. 30-32 FARRiNGDON 
LANE. LONDON. EC1R 3AU. 



NU64 

Sony Playstatioi 
Atari Jaguar 



Other (please specify]: 



11. How often do you buy video ga 

Less than twice a year 
3-4 times a year 



j 
j 
j 
-1 

ipecify}: 



At college 

In employment 

Other (please specify]; 



5. Which mach 

Sega Megadrh 

Sega Saturn 
Super NES 
NE5 



; to buy next? 

-1 
-1 
-1 
-1 



ming to buy a Next Generation 
II be the purchaser? 

□ 
J 
J 



J 
J 
J 
J 
J 



8. What was the last game you purchased? 



12. How do you choose the gar 

Good review in magazine 
Good review on TV 
Like the look of it 
Recommended by a friend 
Recommended by shop staff 
Special offer/promotion 
Bought by parent 



4-6 hours 
6-8 hours 
8-10 hours 



k do you spend playing 

a 
_i 
j 
j 
j 
j 



-1 
j 
-1 
j 
_i 
_i 



three of the following ] 

Shoot-'em-ups 
Platform games 
Sports games 



Strategy games/Sirr 
Racing games 
Puzzle games 



0 you enjoy the most? (Tick 

j 
j 
j 
-i 
j 
j 
j 



re do you buy your games? 

its Boutique (Future Zone) 
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Boots 

Toys R Us 

Our Price 
Specialist Shop 
Mail Order 

Other (please specify): 



15. How often do you buy SI 



Only when there's a free gi 

16. Why did you buy this is 
MAGAZINE? 

Get it on subscription 
Cover promotion was good 

Latest review/preview informatio 
Generally good for game info 



j 
j 
j 
j 
j 
j 



1 SATURN MAGAZINE? 

I 

— I 

emit □ 
□ 

ofSEGA SATURN 

-I 
J 
J 
J 
J 



Sports mags 
Music mags 
Movie mags 

Lifestyle mags 

JvWhat sort offrei 
of the following.) 

Special game bookli 



Badges 

Stickers /transfers 
Posters 

Scratchcards 
Money off vouchers 
Other (please specify]; 



is ofSEGA SATURN MAGAZINE do you 





you hate th 






ch column. 






COVE 


HATE 




-1 


— 1 


Contents 


J 


J 




_1 


J 


Editorial 


J 


J 


Previews 


-1 


-1 


Reviews 


-1 


J 


Tips 


J 


J 


Showcases 


-1 


-1 


Q&A 


-1 


J 


Coin Operated 


-1 


-1 


Special Features 


-1 


-1 


Out Now 


J 


_l 


In Development 


-1 


_l 


General Design 


_l 


_l 


16. If there was one thing yo 


j could cha 




SEGA SATURN MAGAZINE to 


mprove it. 





e of the following.) 

ik at game in progress 



Interviews with development staff 
33. List your top five software house: 



27. Which of the following do you regularly buy? (Tick 



three of the following.) 




COs 


-1 




j 


Shoes/trainers 


J 




j 




-i 


Clothes 


-1 




-1 


Drinks 


j 


Take-away food 


-1 




-1 




j 


iB. Are there any featur 






other than their a 


play games? (Tick one of the following.) 


Playing ajdio CDs 


_l 


Playing video CDs 


-1 


Internet access 


-1 


Multiplayer facility 


J 


19. Do you have access t 


.a PC? 


□ 




J 


30. If yes. what do you u 


e it for? 


Games 


□ 


Word processing 




J 


For work 


J 


For study 


J 



Other (please specify): 



h of the following activities do you enjoy 



Sega Pro 
Sega Power 
GamesMaster 



:s do_you buy? 

_! 
_l 
-I 
-I 
-I 
J 
_J 
-I 
J 



most? (Tick three of th 


following.) 


Watching TV 




Watching videos 


_i 


Going to the cinema 


j 


Listening to the radio 


_i 


Playing sports 


j 




-1 




-1 


Going to parties 


j 


i6. What are your th re 


favourite TV programmes? 
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■ 



US** 







HO£BIUS 



Amazed by the sheer graphical brilliance of Panzer Dragoon 2? Wondering just where those 
crazy, madcap programming guys got all their ideas from? Well, so were we. Luckily, after a 
little bit of scrabbling around in the virtual dust, we found out. And it's not good news. Can 
you believe it - they nicked everything from a trendy French graphic artist? Here to provide 
the damning evidence is SAM HICKMAN. 



wi you look at it) for a game conversion, But Team 
jiration is slightly more subtle than a direct comic- 





HACKS/TIPS/CHEATS/CODES 
WIN AT CONSOLE GAMES 
WITH THE 

CONSOLE HELPLINE 

0OTJ-31B-KW INFORMATION LINE k INDEX 

OWl-JlMOl . SONIC 3, FULL SOLUTION * CHEATS & 1 IPS 

0W1-MM02 PLAYSTATION / DOOM LEVELS, HELP, ETC : 



ASA/ 
KEEPING 
TABS 
ON A D S 



NOW AVAIL-AM I. CUE A I S HUOKS I 



hY 



REVIEW 




England, Scotland, France, Germany, Italy, 
Spain, Denmark, Bulgaria, Romania, Russia, 
Switzerland, Holland, Portugal, Turkey, Czech 
Republic, Croatia. What do they have in com- 
mon? Euro '96 of course! 




Soccer, it is more like 'Super' Adua Son 
with a complete overhaul in the design department to 
make it look the part for the European championship 
— lots of blue and white, Euro '96 logo and the rather 
sad Coaliath mascot. More than this though, Euro '96 
features all of the football grounds in the champi- 
onship, each in exact proportion and 
looking characteristically old school wi1 
the crowd leering out right on to the 



pitch. 




Other a 


d it ions include different 




modating all of those play 


ingintheEur 


pean championship, as 


well a rumou 








included in a 


heat. (Watch this space!) 


But the touch 


I liked most werethelit 


tie ones, mor 





IdkiPK in the extravagant 

ropean neighbours, crowd 
chants that are actually relevant to the teams playing, 
squad line-ups that are incredibly up to date, 
plays — basically all the things that go into r 
football the unique extravaganza it is. 

fortunately they're not just stuck in to make you think 
the games' more in-depth than it is, but actually have 
bearing on how any one team or player performs. It's 
this kind of perfectionism that makes Euro '96 stand 
above its competitors. Perhaps the best example of thi 
is the way that the markers beneath a players feet wor 



To top things off, Euro '96 features 
tidiest graphics and most dynamic 
animation of any footy game on the 
Saturn. The players express those sudden bursts of 
speed, the cheeky one-two's and arrogant free-ki 
with all the presence of their living breathinj 
parts. The attention to detail here means that moments 
pectacular and you can of 
jr them with the help of the replay facility. 
Add the irreplaceable Barry Davies and what you've got 
is without doubt the finest football sim on the Saturn 
and a worthy accompaniment to the great European 
championship itself Play ball! 



ROB 




It's not much fun living in outer space. In addition to "toilet" 
problems and having to exist entirely on a diet of shrivelled 
mung beans, there's always the (remote) threat of an alien 
invasion. What's a poor space cadet to do? 
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"Hi, the name's Chancey. Here's my mother. She's a f resian cow 
and I love her very much. Here's my sword that the King gave me. 
It's called Grimthwacker. Now if you'll excuse me, I must toddle 
off to the Shimto plains and rid it of evil crimson mutants." 




'□id the wrath of the evil chancellor. 
I Build up your own hamlet in a variety 
I of inhospitable lands. Merrily hack 

ly at large and maniacally gleeful 
| mutants. Talk to cows. Ah, this must 
he Horde. As you may have gath- 
ered, this is a rather strange game and no mistake, 
but before I continue, here's a brief patted history. 
The Horde was originally released on the PC and JDO, 
and carved a niche for itself with some decidedly 
weird and wonderful game play. After a couple of 
years in waiting, I have the joyous task of playing the 
Saturn version, and commenting whether it still plays 

and we have Crystal Dynamics to thank for converting 
the whole Horde experience over lock, stock and bar- 
rel. True, BMC have been responsible for some breath- 
takingly substandard software (such as the travesty 
that was Titan Wars}, but on this occasion, they've 
scored a real winner, and have created a game that 
just gets better and better the further you progress. 

So what '5 this Horde business all about? Well, 
the action is set in a decidedly Monty Pythonesque 
medieval encampment, where a fat jolly king presides 
over a court of jovial jesters, pathetic peasants, and a 
scheming chancellor. All this is introduced to you in 
FMV. along with mock medieval music and cheap 
scenery. Some of the 'humour' works and some 
doesn't, it all depends how much 
American dialogue you can stand, 
but after this scene setting, you 
(a young knight called Sir 
Chancey) are given a set o 
deeds to a land that the 

ful and bounteous. Then 





So what marks 

something special then 
Well, the graphics move 
brilliantly and are com- 
plemented by the sounc 

genuinely humorous an 
add greatly to the overa 
appearance of the gams 
without turning it into 
some wacky' tragedy. 
Secondly, there's the var 
ety. After you' 

tered the first gibbering mutant! 
Horde appear to cause you grief There 
ping mutant, the slow Troll (that pack; 
strange lizard hybrids and even 3 magician with 
ball spells! However, in the Chancey armoury, thi 
weapon power-ups (such as a swinging 
actual hirelings such as guards and bowmen (com 
plete with thi 

'hen you choose to place them). Later 
still, you can afford magical defem 
pet dragon that 
torch the entire continent w 
gouts of supernatural fire 



■ntly 

animated (and bright redj mutants descend from the 
hills, intent on eating your crops, huts, farmers, trees, 
cows and almost everything else in the vicinity. Of 
course, to combat this, you take to the streets armed 
with Grimthwacker, and charge into their ranks, 
swinging wildly and culling their attempts to chomp. 
And then the whole process begins again, until your 



ir quest becomes 
a titanic struggle of strat- 
egy coupled with intense 

XJUtSOf 

Add this already pretty 
regameplay with a 
sringof random events (such 
)r storm and the loss of tax 
collectors) and you have a truly outstanding 
itrategy game with just the right bend of insane 

ning with a per- 
fect difficulty level and learning curve The further you 
progress, the more fun you'll have, and although it's 

FMV attempts at 'humour'), the actual gameplay is 
pretty faultless. And of course, it has one more impor- 
tant feature; it is actually FUN to play, Hats off to 
Crystal Dynamics, and a thorough recommendation 
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Rock stars and video games. A match made in heaven or a lame 
publicity stunt? The involvement of trendy bands with games 
like WipEout and Loaded might make you think the former. But 
Revolution X will most definitely make you think the later. 
Prepare the bargain bucket! 




id Revolution X is to save 
h. Why you'd want to save 
h is another matter entirely. 
I Maybe you're under the delusion that 

a to 'Dude Looks Like a Lady ' 
I holdthesecretmeaningoftheuniverse. 
Then again, maybe you're just sad. 

Whatever the motives, it's with thisdublous 
premise that Revolution X kicks off It's an Operation Wolf 
style shoot 'em up. shunning the jD graphics of Virtua 
Cop in favour of the conventional ;D approach. The result 
is one of the worst games yet to appear on the Saturn, 
limping leperously past the likes of Johnny Bazookatone 
and Titan Wars, to redefine the boundaries of naffdom 

But first things first You're no doubt still pondering 
why it is thai Aerosmith await your rescue The fact of 
the matter is that they've been kidnapped by The New 
Order' and are being held separately at various locations 
around the globe. Your task involves not: 
ing this enemy force, but finding the whereabouts of the 
precious band members. Such a task necessitates the use 
of a reliable machine gun and some specially lethal CD's 

The shooting fest begins in a helicopter and from 
then on it's comically relentless Your first task is to get 
into the gig where Aerosmith are playing Once there you 
witness their kidnapping and are informed by Steve Tyler, 
the lead singer, that the fate of Generation X depends 
entirely on you. You are then handed the keys to a 
Lambourgini and given a choice of destina- 
tions Should you feel perversely inclined 
to continue, each of the three destina- 
tions on offer must be completed if 
Aerosmith are to be saved and 
Generation X liberated from the 
dark forces of the New Order, 

Rather than learning from 
the likes of Virtua Cop that part 

of the fun in shooting games 
is to do with suspense (enemies 
appearing from behind cars, bursting 
through doors etc). Revolution X simpl 
piles out all your foes indiscriminately, 
inviting you to mow them down in precisely the 
same fashion If you've got a joypad with auto-fire you 
can probably leave the machine to it and go and make 
yourself a cup of tea or something, just popping back 
now and then to see how many more vulgarly pixelated 
sprites have been wiped out 

It was perhaps a sneaking suspicion that this was 
the case, that led the programmers to make the bosses 
so mind-numbingly labourious to beat It's not that 
they're particularly tough or cunning, theyjust seem to 
have limitless energy, tf they actually had a power bar 
display it would probably run in lines all the way i 
the screen. 

So forget it. Switch on the auto-fire and go 
paint dry or something, anything, just so long as 
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REVIEW 



I IN FOGRAHES 



I re you one of those people who, after 
switching off the light when you go to 




those people who only really feels comfortable in the 
company of others? Then you're probably afraid of 
being alone. So, for a neurotic such as yourself, being 
alone in the dark must be quite a trial on the ole' 



een to avoid then is 

nate amount of time 
spent down dank bare- 
ly lit corridors with 

pack of cigarettes for 
comfort. And besides, 
if you're the kind of 
namby who's afraid of 
being alone in the dark 

getting involved in the 
kind of vocation that 
has a habit of intro- 
ducing violence to the 
job description. 

drifting from the point 
somewhat, which is 
that Alone in the Dark 
2: Jack s Back, centres 
round you in the role 
of a detective, Edward 
Carnby, wandering 



:me Vourobjectives 
■e two- fold; the res- 

lapper, the enigmatic 
omplicated though, in 
xing the fantasy and 
>f pirates with a bootlegging ig;o's America to 
a sort of Gothic nair. The setting does much to 
:e this, combining the smoky passageways, 
rooms and gangster types with an i8th century 




■W worked plot rr 



After the success of the Alone in the Dark series 
on the PC, Infogrames have made the bold i,,- N 
step of releasing the sequel, Alone in the Dark 
2: Jack's Back, on the Saturn. But courage is 
blind at times you know. 





■on ship and a few supernatural mysteries. 
Unfortunately, this original slant on the RPG is 
i things get in Alone in the Dark. The 
graphics are nothing to write home about, and while 
you can appreciate the effort that's gone into giving 
everything that period look, the lack of refinement 
leaves it looking a bit flat. Likewise the animation. 



■■■ F,-),: e 



vin Sl1 | 



ofashio 



ally stopping b 
tommy gun with all the charisma of a cardboard cut- 
out This might be forgivable were it not for the man- 
ner in which it interferes with the gameplay. 
Shooting enemies is one of the most difficult things 
to do simply because getting the right aim is so diffi- 
cult to judge While the blocky movement of the 
sprites is primarily at fault, some of the blame should 
also be placed on the awkward way the game cuts 
from one angle to another. If you were simply watch- 
ing this you might think it's all quite impressive and 
cinematic but the reality is it makes it very frustrating 
to play, especially as there's often slowdown as the 
scene cuts to load up the action from a different 
angle. To make things worse your foes have a habit of 
filing continually so if you don't get a shot in first you 
probably won't get one in at all. It's something of an 
irony that all of the cinematic ambitions of the game 
go to bring about its ruin, occurring as they do at the 
expense of the gameplay and game logic. 

^ 

ROB BRIGHT 
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CAPCOM 1S94 ALL BIGHTS RESERVED T 



TEH 



The mighty X-men have landed! This astounding beat 'em up is an 
absolute corker of a game, and shows that Capcom are the 
undisputed kings of the 2D fighting genre. We've been playing X- 
Men Children of the Atom non-stop here at SEGA SATURN 
MAGAZINE, and during our one-on-one fisticuff marathons we've 
uncovered every move for the entire cast, and a few others 
besides! Stepping into a tight lycra bodysuit and unleashing his 
own special powers is DAVID HODGSON, who's ready and able to 
dish out information on each and every character. 



WOLVERINE 

The gruff and chiselled Logan is a lone hunter with a particular penchant for razor 
sharp claws. Once a CIA operative, he was chosen as part of a secret government 
Weapon X' programme where he was fitted with an adamantium endo-skeleton 
and erased all his former memories. Menially unstable, and with bouts of killing to 
rival Magneto himself, Logan's already keen mutant abilities (from feral martial arts 
to a skill of regeneration) are coupled with this new strength, and make him one of 
the most powerful X-mutants in the entire game Easy to use and master. 
Wolverine has a good range of normal attacks, and his speed makes up for a lack of 



SPECIAL MOVES 





DRILL CUW 


Same strength punch and kick together 


TORNADO CUW 


O,0, OO --any punch 


X-ATTACKS 




mtumt 


BESERKER BARRAGE 
BESERK ER CHARGE 


0,00,0 +al three punches 




HEALING FACTOR 


O, OO, O -ml three punches 
0,00,0 +allthree kicks 






CYCLOPS 



The first ever X-man is Scott Summers, an orphan rescued by Professor X who 
raised the child and taught him how to control the awesome optic powers he wa 
blessed with from birth. So great was this energy that Scott was forced to don a 
ruby quartz eye protector to stop inadvertent concussion as his optical powers 
build up. The heat of the sun causes Scott to store energy which is eventually 
released in a mammoth ray of concussive force that can tear through adamantiu 
with ease when fully powered up Once employed in a one-on-one fight situatior 
Cyclops can demonstrate this power, but also has a great line in martial arts, and 
his Dragon Punch-related Gene 5plice is particularly good for knocking foes 



PSYLOCKE 



Elizabeth Braddock (AKA 'Betsy') is a mistress of telepathy, and she has use 
her abilities to pry into the minds of her victims. When she deemed that a 
combat situation was getting out of hand, she would unleash the full devi 
tating force of her mind and haemorrhage her opponent's brain with her e 
mental assault. After her capture at the hands of Mandarin, a strange crea 
ture known as Spiral melded her powers into the body of a ninja called 

and in the game she has become another fabulous character to control. Hi 
ability to chain attacks is hef greatest strength, as is her dashing ability 
which is only matched by her speed Co Betsy, go! 







0,00,0 +anykk* 






0,00,0 +any punch 






0,00,0 + any punch or kick 










O, OO, O + all three pinches 
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SENTINEL 

The early X-men activity saw many confrontations with these gigantic robots 
known as Sentinels, and these beings proved to be constantly dispatched to 
engage the X-men team in a series of dramatic and en plosive con front at ions. Now 
these metal beasts are easily terminated, but the Master Mold has a new threat to 
pose; a specially shrunk version of the Sentinel that appears in the game. The lack 
of bulk has lead this Sentinel to counter many of the X-abilities with ease, and to 
retaliate further with a number of ranged attacks that previous models were not 
equipped with. Once engaged the basic attacks of the Sentinel are just as devastat- 
ing as the specials, and the ranged attacks make the Sentinel excellent both at 
range and close in. Use normal attacks more than usual and be wary of the only 
defect of this model; it has problems blocking low attacks. 



SPECIAL MOVES 






ROCKET PUNCH 


0,00,0+any punch 




some force 


0,00,0 + any kick 


RIM 


0,00,0 +al three punches 


BODY PRESS 


O + fierce punch 


X-ATTACKS 




PLASMA STORM 


0,00,0 +al three punches 







AKUMA 



JUGGERNAUT 



Cain Marko is the half-brother of Professor X. and lay in the shadow of this super 
being whilst Xavier grew in mental power. Cain waited with growing anger until 
seized his chance at awesome powers, which he got from the crimson ruby of 
Cyttorak This transformed Cain into a massive lumbering hulk of unstoppable 
power - he is the Juggernaut! The bludgeoning power of the Juggernaut is really 
disgraceful, and this strength makes him one of the most powerful characters in 
ANY beat 'em up ever seen! His punching ability sends any opponent flying, and 
:e he's picked up that metal bar, he can hit an enemy from anywhere on the 
il Control the might of the Juggernaut, and you control pure brute terror! 



Akuma, the mightiest warrior, is the brother of Couken (AKA Sheng Long), a martia 
arts instructor who taught Ryu and Ken of Street Fighter fame. This character is 
known as Gouki (roughly meaning 'Supreme Demon') in Japan, and has travelled 
far and wide in search of more powerful foes to dispose of after previous con- 
frontations with human opponents led to their quick death. After killing Gouken in 
combat. Akuma has pursued Ryu across the globe, before leaving him in search of 
mutants to dispatch. Without any mutant powers. Akuma feels that his martial 
arts abilities are more than enough to see off any X-men attack, and with the vast 
array of killing techniques at h!s disposal, he may just be right! 




"Roooaaaarrrr!! I'm unstoppable!!!" Juggy "Juggernaut charge!!" Both Juggy 

ti hi) foe sway with pun brute energy. (Gouki) are (electable characters via a couple 

Note his metal bar (bottom right) which can of cheiU. til the info you need to control 

be picked up and swung around! these two can be found In our free tips book! 
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next 



CREDITS 



Blimey. Who knows what we'll have next month The contents of this month's 
mag certainly came as a surprise to us. But, fret ye not, we're working on a 
number of exclusives for next month, including: 

ANOTHER TOP SECRET SEGA 
PROJECT UNVEILED! 

Could it be bigger than Nights? Read next month's issue to find out! 

DESTRUCTION DERBY 

This game's non-appearance is something of a standingjoke, but we will have it in some form, 



d Amy Huey at Dark Horse for being so ni 



ECiR 3AU. 

telephone; (0171) 97! 6700 
Fan: (0171) 9716701 



We reveal all the essential cheats for this top game! 



LOADED 

A review is imminent! 



lug« \ 3D Lemmings, Discworld, NHL 
•^-"""^ Hockey and Pro Pinball 
reviewed. More on VF3, tonnes of Saturn 
conversion news and loads more stuff 
that even we don't know about yet! 



Dear newsie, 

I would be ever so grateful if you would 
reserve me a copy of that SEGA SATURN 
MAGAZINE thing by EMAP Images. Look, I've 
filled out this form and everything. Like 
thanks, chummo. 

NAME: 
ADDRESS: 



NIGHTS 



More features on this amazing game revealed! 



SEGA SATURN MAGAZINE ISSUE 8. 
OUT MAY 22. DON'T MISS OUT! 




SEGA SATURN MAGAZINE USE 



[jrj I DOLBY SURROUND I 



TO TEST ALL SOFTWARE 



THESE HAVE MADE US ONE OF THE LARGEST 
SUPPLIERS OF COMPUTER GAMES IN THE COUNTRY! ! 





Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 



